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Y CKjTe a hunter on a jungle safari. The jjngle is full of creatjrEs 
■ determined to give you a run fof /our life, bjt rone of them can match 
the rrischlei of CONGO BOI^GO, the gofilla. 

The object of the panne Is to get even with CONGO while colleciino as many 
points as po&sihie. BjL watch your step . , . ofie slip and It's safari heaven! 

CONGO BONGO features: 

■ONE OR TWO PLAYER JUNGLE FUN 

'TWO TROPICAL 3-D GRAPHIC GAME SCREENS 

-MULTIPLE PLAY LEVELS OF INCREASING DIFFtCULTV 
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Ify h?en ^oii tu rn the game on you see the COI^GO BON GO logo screen wltti 
H the ^ligll score. The screen changes and asJ(s ymj to choose ore or 
two placers and it the game Is controlled h^ keytoard or joystick. 

"1" is pushed for one player game. 
"2" is pushed for two playei game. 
"J'" is nushed lor joystick contfols. 
^"K" is pushed for keyboard controls. 






When Tfie Joysitk Is used, playei orie uses itie left conirol and player 
two uses ttte rigftt (jontroi The joystick is jsed to make the liunter walk 
or climb, Tiie fire buiion is used to mk2 the hi^nter jump, 

14^1^6^ 7/?e KeyboAfd is jseti, a nine-kfiy square is ysed to cartral the hiinter 
The keys used are: 



'■J" -RIGHT 

To maJte tlie hunter juitip. either SHIFT key is pushed at the same time as a 
direct ion key Td make tiie hunter jump straight up. the "H" hey is pushed at 
the same lime as a SHIFT J(ey 



T'"-IJPLEFT 
Y"-UP 
U"-UP RIGHT 
G"-LEFT 



■B' -DOWN LEFT 



"M'"-OOW^» RIGHT 
"H"- STRAIGHT UP 



In a twc player game tie players tahe turns alteri^ately. 





T HE SCREEN AND GAME PLAY CONGO BOMGO consists of two 
■ separate jungle scenes Above ihe jungle scenes you see player 
scores and to the ngrti of each score is tt^e num&er of lives that player 
t^as left Indicated tf\f small hunters. Between each players score is the 
player numlier. one or two. The Iwnus points and tne play level aie at the 
Lppef right corner of the screen, 

SCREEN #1 

The first screer takes you to Jungle Mountain. He^e you iry lo reactt CONGO 
at the Eop of Ills perch. You must climb up ihe mouiiain while avoidiro 
ihe coconuts tailing from ttfe top of CONGO'S pefch. You lose one of your 
ihree lives each lime you: 

' GET HfT BY A COCOr^UT 
-FALL INTO THE WATER 
-FALL OFFALEDH^ 
-RUNOUT OF SONUb IIME 

When y&u jump across tte criasm the clifl falls arxl yt>u can't jump back. 




You then climb to Monkey Plateau, Ai the first level of play no monkey jump 
on you. At the second level, one monkey can jimp on you, preveniirQ you 
from Qorng fartlief. After ifie second level of play, two monkeys car jump on 
you and actually throw yiou over ilie cliff, To get tlie monkeys off your hack, 
you musf iump ihree times without rraving directims. 



After you cross the river, avoiding the coconuts you will neach CONGO'S percti 
then automatically move ta the nexl screen. 



SCREEN #2 

Now you've reached The Great River. Try to cross the laQOon on Irly pads, 
by jumping on islands. Iiippos and fisties and once you've CfQSsed, watcli out 
for chajging rhieos on the other side. 




Just as En screen 'f^=l , the lungie dangers increase as the pi ay ieuels advance. 

1. The iiiy pads shrinlt each found. 

2. At tfie first and second levels the fish won't open their mouths to snap at ynu, 
At teveis tiiree and four only the two ^lsh on the far right operi their mouths. 
Rum the fifth ptay level up. all four lish open their mcmths to snap at you. 
When yon are on a fish that snaps you lose arte life. The fish will warn you 
befoiB they snap Ijy changing the color of their heatls to yellow. 

Wf^en you reach the other side of the river you have to 
watch for raging rhinos. When you reach the sleeping 
CONGO, you get to give him the hot foot tie desePifes 
Aftef a t]f ief paose to enjoy your victory you 
automatically find yourself back at screen #1 
but at the next, more difficult play level. 
On screen #2 you lose a life each time you: 



FALL OFF A SHRINKING LILY PAD 

GET EATEN BY A FISH 

FALL OFF A FISH 

GET HIT ey A RAGING RHINO 

FALL OFF AN ISLAND 

FALL OFF A HIPPO 

BONUS TIME RUNS OUT 
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Y ou begin each screen ot play level ^1 with 5000 bonus points. TTie 
■ numter of bonus paints steadily decreases by 100 paints until you 
reach zera and have rjn out of time. As you advance play levels the beginning 
number of bonus paints is hfgtifir: 



PLAY LEVEL 2 


60QO points 


PLAY LEVEL 3 


7000 points 


PLAY LEVEL 4 


8000 points 


PLAY LEVEL 5 or more 


9000 points 


EACH STEP TAKEN 


10 points 


JUMPING ONTO A HIPPO, 




FISH or a LILY PAD 


100 points 


JUMPING ACROSS 


THE CHASM 


SOO points 



When you earn 10,000 points you receive an adtJitlenal life. 
Lose a life when your bonus lime runs out. 




1 . At the beginning of ttie first screen, there aie some safe spots on the tar 
lelt wt^re you can avoid coconuts. 

2. To cross the tiridge. notice that the coconuts come io waves. 

3. On Monk.e;y Plat&ay, tbere are a tew safe spots rtear the river's edge, 

4. HAVE FUN! 



